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CHARGEN: ROMULANS 


Character Generation Extracts 
for easy sharing and minimal printing. 


Get yourself a pencil, eraser, ten-sided dice, 
a character sheet and flip to the next page. 
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Pencil is suggested as numbers will change throughout 
the creation process. Skills and Attributes change as the 
character grows and develops over the campaign setting. 


Consult Pamphlet 01 Backgrounds for Medals, Starship Assignment, Home 
Planet, Lifepath, Time/ Money Continuum, Etc. 


Consult Pamphlet 13: Concordance for Attribute, Skill and Species Descriptors. 


Consult Supplement 10: Character Sheets & Supplement 13: Adversary Sheets 
for more variants. 


Book 3: Memory Bank Alpha & Book 5: Memory Bank Omega contain more 
societal details for the Federation, Klingons, Romulans, Orions and Gorn. 


Supplements 17 - 21 cover the Starfleet Intelligence Manuals and histories. 


Romulan Officer/Enlisted 


Exploration 


Outpost m Name 
DUTY olonization 
TERMS mae OER} Specialty 
Equatorium 1 mm | 1 | 
Equatorium 2 | j | | Age 
Equatorium 3| | MM | ^ |_| Rank Ht 
Equatorium4| | | NW 1 | | Wt 
EquatoiumS| | | | [| 1 | Jj, Sex 
auon maana —1-—]- p 4. ] | eee D.O.B. 
Teem1] | | | | | | P.OB 
terme} | | | | | Notes 
Teem3| | | | ff | 


Term4{ | | | | J) 


Terem5| | | | [| | 
Terme] | | | [ | | 
Term7| | | | i | | 


lp 


FOOLIES PERCEPTION FOCUS PERSEVERANCE 
(CHA+COOL)/2 (INT+LUC)/2 (INT+COOL)/2 (END+LUC)/2 (INT+LUC)/2 
round down round down round down round down round down 


Administration...... — — Demolitions ........ —— Oceanography...... —— ST Sensors......... —À 
Anthrop.  ... . Disguise............. ——. Pers Wpn Tech....———- ST Services ........ NI 
„— Ecology.............. —— Philosophy, — .  .STWeaponsOp.. — 
Appraisal .  EBlectronics......... —— .— ST Wpns Tech... .— 
—— Enviosuit Op........ GENE. o TETTE — —. Stealth/Hide...... uM 
Archaeo s POP ces cs codecs: ||. Psych .— Streetwise.......... — 
ee oo aming.. a ge ~ Surveillance... a 
Art___ .— Gambling............ ____ Romulan History... ^ Survival — 
„— Geology.............. —___ Romulan Law....... "TTL 
Astron/Astrophys. History —  SOPOUMQB cis sisexses zs DOPO cecus dteit: 
Biology ................ ——_ a, eeduction.....uus ——— Track/Evade ...... == 
Botany ...........ssss . |. Instruction.......... .  . Shuttle Pilot......... —— Trade & Comm.... .. 
EID senarius .— .... Interrogation,....... —— Shuttle Sys Tech...  . Transporter Op... .— 
Burglaty .. 5 os Intimidate,.......... __ Sm Equip Tech ....—-— Transporter Tech. . 
Carousing ............ — Lang — SmUnit Tactics .. .. Trivia — 
Chemistry ............ "E SS Spots =n > 
Combat H-T-H. Law n — ~ — Variable-G Op — 
Marks, Modern. —— ——— | | .—— ST Cloaking Proc... —— — Vehicle Op —— 
Armed. Leadership ......... — ST Cloaking Tech... _ 
Archaic. Life Support Tech. —— ST Cbt TacAter...... — Warp Drive Tech .——— 
Computer Op........ . .... Materials Science... ST Comm Proc..... — — EODD eiae decina M 
Computer Tech ..... . A Mechanics.......... —_ ST Comm Tech...... _ 
Culture _____ Medicine .——— ST Engineering.....__ PEN 
NENNT. E 
Damage Ctrl Proc.. Meteorology........ —— ST Navigation.......——— TEES 


Def Shield Tech......  Negot/ Diplomacy. ST Security.......... ———— ——— 


Romulan Character Generation 


ROMULAN OFFICER GENERATION 


Roll 3410+40 for each of STR, END, INT, DEX, CHA and COOL. 
(Max Cool = 99) For LUC and PSI, roll straight percentiles (d%). 


Apply the appropriate Modifiers below. 


Note: No Attribute may modify below 01. 
INT DEX CHA COOL LUC PSI 


Modifiers STR END 
+10 +10 - di 


Maximums STH END 
109 109 99 


CONDITIONAL BONUS POINTS 


Roll d96/ 2 rd 

1. No more than 30pts to one Attribute 
2. No Att may rise above Species Max. 
3. PSI may not be modified. 


Sg 


INT DEX CHA COOL LUC PSI 
gg 


- +10 40 -20 


99 90 80 


* FASAallowed for a 
DEX +05 modifier. | am 
unable to  rationalize 
that from the show. 
GM Discretion prevails. 


ROMULAN PHYSIOLOGY REPORT 


Homulans are remarkably similar to 
Vulcans with only minor differences 
such as body temperature and various 
other biochemical indicators. 


Homulans are about as strong and 
hardy as their Vulcan cousins. While 
Homulans are less cool under pres- 
sure and less psionically apt than Vul- 
cans, they are a dash more lucky in life. 


Wound Heal Hate 
END/ 20 rd per day rest 


Fatigue Heal 
End/10 rd per 30 min rest 


Critical Age 70 
Starting Age 26+ Terms- 


Action Points (standard) 
(Dex/10 rd + 4) 


Now an option for Vulcans at GM Dis- 
cretion, these rules change the point 
at which Romulans roll for uncon- 
sciousness. The Unconsciousness 
Saves themselves remain unaffected 
by this table. 


First UNC save at END 1/2 occurs at: 
UNC SAVE = ((END/ 2)rd) - ( END/10) rd)) 


Second UNC save at END 1/4 occurs at: 
UNC SAVE = ((END/4)rd) - ( END/10) rd)) 


Auto-wash occurs at 
UNC LVL = ((END/10)rd) - ((END/20) ru) 


(In all cases, rounding down if applicable) 


Examples: 

First: 

END 83 = 41 - 8 = 33, not 41. 
Save at full END Rating (83) 


Second 
END 100 = 25-10 = 15, not 25 
Save at half END Rating (50) 


Final 

END 70 = 7-4 = UNC Level 3, not 7 

It would now be logical to smoke them if 
one has them for there is some time to 
pass. Bring back a sandwich and chips 
for the GM while at you're it. Or call for 
some pizza, maybe. Y'all wanna split 
some 'Za? Shrooms, anyone? 


THE EDUCATION 


THE BEGINNING 

In the first 5 years of The Education, Romulan children 
learn the basics of Romulan life and the general knowledge 
necessary to survive in the tough life of Romulan civilization. 
During this 5-year period, fewer skills are learned than in 
later periods, and the Skill Ratings in these are only 5. 
Core Curriculum 


Cbt, Dueling Stick 05 Life Sup Tech 10 
Cbt, H-T-H O5 Romulan History 05 
Cbt, Marks Mod 05 SmEqSysTech 05 
Dmg Ctrl Proc 10 Sports (s) 05 


as 


THE BROADENING 


During this period of time, the character also gains 2 
skills chosen from the Beginning Electives list below. These 
skills may not duplicate the skills above, but a different spec- 
ialty may be gained in one of the broad categories. The Skill 
Rating in each beginning elective is 5 points. 


: ; * Player may choose up to two different Sciences. 

Astro n/ Astro Leadershi p Survival (s) Any whatsoever from Astron/ Astro to Zoology 
Cbt, (s) Science (s) * Sports(s] and every science in between. Inc. Physics, Elec- 
tronics, Mechanics, (but not a specialty “Tech” skill 

La ng, (s) ST Comm Op such as Warp Drive Tech, ST Comm Tech, etc 


SPECIALTY FIELDS 


During the second 5-year period OPERATIONS MILITARY SUPPORT SCIENCES HERBERT 
d aai Aat e Helm/Nav Security Comm Sciences Business 
tions, each with a further sub- Weapons Ground Propulsion Medical Law 
mE ac mede. ana Sm. Equip Specialist Diplomacy 
Systems 
Focused Degree i Helm/ Navigation Weapons 
All Speciality Fields add 10 points to two skills z Astron/Astro 10  Astron/ Astro 10 
already known. Add 6 months of time. O DefShield Tech 10 Physics 10 
E ST Cbt Tac/Str 10 STCloakingProc 10 
Advanced Training m ST Helm 20 ST Cbt Tac/Str 20 
Additionally, Any three skills can be increased by a ST Navigation 20 ST Sensors 05 
1d10 each for an additional six months. O ST Sensors 05 ST Weapons Op 20 
Security Ground Forces Systems 
> Cbt, Marks Mod 10  Cbt, Marks Mod 20 |} ST Cloaking Tech 10 
= Cbt, H-T-H 10 Cbt, Arm (s] 10 | Computer Op 10 
p Pers Wpn Tech 15 Cbt, H-T-H 10 | Computer Tech 110) 
= ST Security 20 Pers Wpn Tech 10 | Def Shield Tech 10 
= SM Unit Tactics 10 SmEqSysTech 05 | LifeSupTech 10 
Romulan Law 10 Sm Unit Tactics 20 | SmEqSysTech 05 
— - ST Weapon Tech 10 
Communications Propulsion and Power TranspSys Tech 10 
| Admin 10 Computer Op 10 
e Computer Op 10 Mechanics 10 Small Equipment 
= Dmg Ctrl Proc 10  SmEqgSysTech O5 Computer Op 10 
5 Lang, Cypher 10 ST Engineering 20 Electronics 20 
o c1 Codi Op 20  ShuttleSys Tech dg Fers Won Tech 10 
ST Comm Tech 15 WarpDriveTech 20 SmEgSysTech 25 
ShuttleSysTech 10 
Medical Databanks Specialist 
w Admin 10 Admin 05 Admin 05 
D Computer Op 05 Computer Op 20 Comp Op 10 
= Biology 10 Computer Tech S0 (Primary sel, 2 at e 
po Botany 10 Electronics 10 Secondary 2 at 10 
€ Medicine, Romulan 20 ST Sensors 10 ST Sensors 110 
Psych, Romulan 10 
Any 3 Sci, each at 10 
Business Law Diplomat 
E Admin 15 Admin 10 Admin 1:8] 
H Appraisal 15 Interrogation 10 Carousing 05 
ac Comp Op 10 Leadership 10 Culture, Romulan 10 
T Leadership 10 Negot/ Diplo 15 Culture (s) 10 
Negot/ Diplo 10  Homulan History 10  Lang,(s)Twoat: 10 
Trade and Comm 15 Romulan Law 20 Negot/Diplo 20 


uoi4euauag 49328J48Q7 ue[nuioH 


Romulan Character Generation 


THE CURRICULUM 


The last five years, age 16 - 20, takes all that is 


ADVANCED OFFICER TRAINING 


Should a character decide to remain in military service, 


learned to date, polishes it up for Service to the he will be sent to Advanced Officer's Training. This 1-year 
Praetor, while elevating the best to greater roles. course prepares the character for a career as an officer, teach- 


THE COMRADERY 


ing leadership, instruction skills, and administrative skills. 
Other skills depend on the character's chosen specialty. At 


Admin 15 Instruction 10 the end of the year, the character is automatically promoted 
Cbt, H-T-H 10 Leadership 10 mai CUR nee 
Cbt, Marks Mod 10 Negot/ Diplo 10 
Dmg Ctrl Proc 10 Romulan History 10 All Officers add theses skills and one year. 
EHUISEUIEO m B | E 10 Administration 10 Instruction 10 
Nosu p Seay Computer Op 10 Leadership 10 
Gaming 10 Vari-G Op 10 
Add the following based on your specialty 
INT 70+, Officer y INT <69, N.C.O. OPERATIONS 
. ST Cbt Tac/St 20 
Officer: Add 10d10 + 1d10 per 10pts INT5O+ to ea "T 
your Specialty Field Skills. Add 10d10 Bonus Rolls ST Nav 15 
to Any Skills, new or old, except Specialty Field. SUPPORT 
N.C.O.: Roll 5d10 on any of Specialty Field skills. Astron/ Astro 20 
5d10 Bonus Rolls to Any Skills. Skip The Great Duty 
d go straight to Tours Served as an Equatorium Se 
ane g g q : Sciences, Any 3, each 10 
ST Sensors 20 
! THE GREAT DUTY MILITARY 
During this compulsory 5-year tour of service, the stu- Sam Unt TACHES 20 
dent holds the rank of Equatoriam, the Navy's lowest rank. Eie Law 15 
The student will be taught and tested for one year each in Interrogation 15 


the Military Division, the Colonization Division, the Outpost 
Division, and the Exploration Division. The fifth and final 
year will be served in whichever division the student worked 
the best. 

OFFICER EFFICIENCY RATINGS (OER) 

For each of the first 4 years, percentile dice are used to 
determine the student's Officer Efficiency Ratings, which tell 
how well the student performed his duties. There are no 
modifiers for LUC or INT. These 4 rolls will give the character 
separate Efficiency Ratings for each of the 4 divisions. 
Bonus Points 

If the player chooses, a bonus of 20 points may be added 
to the OER in one division, usually the division in which the 
character will serve. This modifier is strictly optional, and 
can be applied only once. If the modified roll is greater than 
99, the OER should be set at 99. 


FIFTH YEAR TRAINING 

The highest OER determines the division in which the 
student will serve his fifth year of service. To determine the 
OER for this year, roll percentile dice and add 20. If the total 
is greater than 99, make it 99. 


CADET SKILLS Also Add: 
Add 15d10 skill Cbt, H-T-H 10 
rolls to your Spe- Cbt, Mod 10 
cialty Field skills DmgCtrlProc10 
and 15d10 to any Enviosuit Op 10 
new or old skills, Science (s) 10 
except those in Science (s) 10 
the Specialty Field. Survival (s) 10 
Vari-G Ops 10 


Citizens now skip to the next page. 


These specialties add two years total. 


MEDICAL 

Biology 25 
Med, Romulan 25 
Psych Romulan 25 
HERBERT 

Admin 10 
Carousing 10 
Culture (s) qia 
Romulan Law 20 
Negot/ Diplo 20 


TOURS SERVED 


After a citizen leaves Advanced Officer's Training, he is 
ready to enter active service, and the character is almost 
ready to be used. The character may have one or more as- 
signments, depending upon his rank. Service tours in the 
Romulan Navy generally last longer than those in Star Fleet. 


Number of Tours is 1410/3 
modified by the following table 


Modifier Tour Modifier Tour 


INT 80+ -1 Equatorium  -1 
INT x 60 +1 Secundum -- 
Trinam +1 


LUC 65+ -1 Centurion +2 
LUC < 30 T Sub-Cmdr +3 
Commander +4 
Flag Cmdr +5 
Triumvirate +6 


TOUR ASSIGNMENT 


First Tour 

An officer's first tour after Advanced Officer's Training 
will be in the division where he served his fifth year of training 
as an Equatoriam. 
Officer Efficiency Ratings 

Roll percentile dice and add 10 to determine the OER. 
Experience, intelligence, and luck help an officer be efficient, 
and so the original roll must be modified as shown below. 


For an OER of greater than 99, make the rating 99. 


Modifiers To OER Rolls 
For Experience: 


Per Tourn Division F5 
For Intelligence: 

INT Score 70+ +10 

INT Score 60 — 69 +5 

INT Score 40 or Less —5 
For Luck: 

LUC Score 60+ +10 

Luc Score 50 — 59 + 5 

LUC Score 30 or Less 5 


Additional Tours To determine 
the next division, roll percentile dice and add or subtract the 
LUC modifier, if any. Compare the result to the table of Addi- 
tional Tour Assignments shown below. Reroll if the posting 
remains the same. 

Additional Tour Assignments 


Die Roll 
01to 15 
16to 35 
36to 60 
61to 00 


Posting 

Exploration Division 
Outpost Division 
Colonization Division 
Military Division 


Luck Modifiers To Tour Assignment Rolls 
LUC 60 + —10 
Luc 50 — 59 —5 
Luc300rless +5 


Every Tour, roll d%.with the OER mods above. 


O0 - 50 
51+ 


Roll New Assignment 
Stay at Current 


Each Tour lasts 1d10 years. 


SKILLS AND EXPERIENCE 


Modifier 1d10 Rolls 

Per one year of service +1 

INT 90 + +3 

INT 80 -89 +2 

INT 70-79 +1 

LUC 80+ duel 

LUG 70 - 78 +1 

Outpost 1 per Tour Gaming, Gambling 
or Trivia 

Military 1 per Tour Trivia, Gambling 
or Carousing 

Hospital 1 per Admiss. Trivia or Gaming 


CHARACTER AGE 


All Romulans enter The Service at the age of 20 and 
finish itat the age of 25. This is the base age for all characters. 
Advanced Officer's Training takes one year, with the first 
tour of service following. 

To find the character's age, total the number of years 
from all tours of service, add 1 year for Advanced Officer's 
Training, and add this to 25. 


ROMULAN CITIZENS 


Citizens matriculate from the military on 
completing The Great Duty. 


Citizens now choose a profession. 

Add 2yrs and take 1O0pts in a Specialty 
Training (No INT bonus rolls). The point 
distribution is 25, 20, 20, 15, 10, T0. 


Those points will be spent on a pool of 
skills that you and the GM devise based on 
your profession chosen. Some common 
professions are Farmer, Teacher, Laborer, 
Architect, Tradesman, etc. 


For a souped-up Romulan Trader, throw them thru 
the Merchant’s Guild found later in this book. 


Roll 1d10 with the following modifiers. 
This is the number of prior Tours served. 
Modifiers 
Newbie +0 
Early-career +2 


Mid-career +4 
Senior-career +6 


Tour Duration 
Roll 1d10, round up or down. 
This is years at each post. 


Assignment Posting 


01 - 12 Local 
13 - 24 Continental 
25 - 37 Global 


38 - 50 Intra-solar 

01 - 62 Near World, 1d10/2 ly. 
63 - 75 Distant World, 10d10 Ly. 
76 - 87 Space Station 

88 - OO Academia 


After your first Tour, roll d%. 
Over 51+ stay at current, 
Less, than 50, roll new posting. 


Final Skill Rolls. 
1d10 per year after The Great Duty. 


Finally... What is your name? 
HT? Wt? Name? What else? 
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